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Penelitian ini bertujuan untuk mengetahui (1) apakah terdapat perbedaan hasil 
belajar antara pembelajaran metode Game Based Learning berbantuan Kahoot 
dan Pembelajaran konvensional; (2) metode pembelajaran yang lebih efektif 
antara metode Game Based Learning berbantuan Kahoot dan Pembelajaran 
konvensional. Penelitian ini menggunakan metode quasi experimental design 
dengan model pretest-posttest control group design. Populasi dalam penelitian ini 
yaitu sekuruh siswa kelas XI Multimedia SMK Negeri 9 Surakarta. Sampel yang 
digunakan adalah 61 orang. Teknik sampling yang digunakan adalah probability 
sampling. Teknik pengambilan sampel pada penelitian ini menggunakan metode 
simple random sampling. Teknik pengumpulan data menggunakan pretest posttest 
dan lembar observasi. Teknik analisis data yang digunakan adalah uji 
keseimbangan, uji normalitas, uji homogenitas, serta uji hipotesis menggunakan 
uji t-test independent sample. Hasil penelitian adalah sebagai berikut. Pertama, 
terdapat perbedaan hasil belajar antara pembelajaran metode Game Based 
Learning berbantuan Kahoot dan Pembelajaran konvensional. kedua, efektivitas 
metode Game Based Learning berbantuan Kahoot lebih tinggi daripada metode 
Game Based Learning dalam meningkatkan hasil belajar. 
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The purpose of this research is to know (1) is there any difference on students’ 
learning outcome between game-based learning assisted Kahoot and conventional 
learning; and (2) which learning method that is more effective between Game-
Based Learning and conventional learning. The researcher used a quasi-
experimental method with using pre-test and posttest control group design. In 
addition, 61 students of the eleventh-grade students at State 9 Vocational School 
of Surakarta were taken as a sample. The sampling technique in this research was 
the probability technique. Meanwhile, the sample collecting technique was a 
simple random sampling. Moreover, the data collection technique for this 
research used test (pretest and posttest), and observation. The data were analyzed 
using equilibrium test, normality test, homogeneity test, and hypothesis test by 
using t-test independent sample test. The results of this research as follows: there 
is a different on learning outcome between learning based game assisted Kahoot 
and conventional learning. Then, the effectiveness of learning based game 
assisted Kahoot is higher than the game based learning in increasing learning 
outcome of students. 
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